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Introduction 


Welcome to a new supplement to the Chronicles of Lost Tomes’ 
Dual Origin system! Contained in this supplement is our next 
addition to the Aearee race group, featuring the Kenku 
subrace, plus a brand new spell. 

Feel free to leave a review and tell us your thoughts on this 
supplement. If you like what you ve read, consider supporting 
us on Patreon at patreon.com/ChroniclesofLostTomes. We are 
releasing new content every Wednesday leading up to the 
release of the full Player's Tome to the Frontline and all 
feedback is appreciated! 


Using This Supplement 


This supplemental material is intended for use with the Dual 
Origin system detailed here and in the Player's Tome to the 
Frontline Preview. If you want more options to mix and match 
your origin, feel free to check out our other releases over on the 
DM’s Guild. 


Origins Reworked 


As longtime players of Dungeons and Dragons, were always 
looking for creative new ways to build the characters that tell 
our stories. And while the existing framework of Fifth Edition 
leaves plenty of room for flavor in storytelling, it often lacks the 
mechanical element to reinforce the story our players wish to 
tell with their characters. We envision many kinds of stories, 
from a ragtag band of adventurers brought together to face the 
greatest evils the world has ever known, to larger-than-life 
legendary creatures navigating the ins and outs of interplanar 
taxes. We wanted to build a system that accommodated these 
variations in characters with a wide range of backgrounds in a 
way that makes each character, great or small, feel equally 
powerful. 

In addition, we wanted more out of character progression 
than simply gaining class features or feats. We felt that a 
character’s race had very little mechanical impact beyond the 
first tier of play. While we didn’t want race to restrict player’s 
options, we wished to celebrate what makes each race in these 
worlds unique in a meaningful manner 

The Origins Reworked and the Dual Origin systems were our 
answer to this vision. With these systems, we gave ourselves 
the ability to create varied characters with unique 
backgrounds, each with their own special strengths to make 
them feel a little different each time we make a new character. 

You may ask, will this skew the power balance of my game? 
In short: yeah, a bit. To elaborate, your player characters will 
be more powerful overall, but the abilities provided are 
designed to be less impactful than class features as the 
characters level up. In addition, we designed this with the 
intent of shining a light on aspects of the game that are 
normally overlooked during character creation, but may come 
in handy during what would otherwise be a “darn, I wish I'd 
picked that niche utility spell when I leveled up” situation. 

On the other hand, one of the perks of this increase in power 
is that some races that previously saw less play may pique 
some interest. When was the last time you played a regular, 
milquetoast, run-of-the-mill human? The Human of the Realm 
may spark your interest again. Each race has been carefully 
adjusted to match the power scaling of the others. No matter 
what race combination you find yourself playing, the other 
players in your party should be about as strong as you are. 


Dual Origin System 


Using the Dual Origin system is as simple as choosing your 
character’s parentage. Who made your character what they 
are? Are you fully human, or dragonborn, or are you perhaps 
the child of an orc and a particularly ambitious halfling? 
Whatever mix of creatures you fancy yourself as, you can piece 
your past together with the Dual Origin system. 

Begin by choosing your primary race. This can come from 
either parent, and determines your ability score increases, 
along with some other key characteristics and features at 1st 
level. Your primary race will also grant you additional features 
at 7th and 13th levels. 

Secondly, choose your subrace. Your subrace determines 
such features as your size, movement speed, creature type, and 
any languages you speak, along with a minor talent at 1st level, 
as well as additional features at 4th level. You can choose your 
subrace from any category, not just your primary race, so feel 
free to mix and match. 


Aearee 


The modern aearee are descended directly from one of the five 
progenitor races of Toril. Their ancestors were believed to have 
both avian and draconic features, causing a great deal of 
confusion to any historians trying to categorize them. Modern 
aearee bear distinctly birdlike traits, complete with beaks, 
talons, and wings, though their size and usefulness varies 
between the many descendants. They often have strong innate 
survival instincts and inherently adapt well to high altitudes. 


Aearee Traits 


Though not all aearee can fly, they do share a handful of 
common traits. 

Ability Score Increase.Your Dexterity and Intelligence 
scores increase by 1. One ability score of your choice increases 
by 1. 

Swoop. You strike with the swiftness of a bird of prey. As an 
action, you may make an unarmed strike against a creature 
within your reach, dealing an additional 1d4 damage on a hit. 
Whether you hit or miss with this attack, your movement does 
not provoke attacks of opportunity until the start of your next 
turn. Once you use this ability, you must complete a long rest 
before you can use it again. 

Talons. You can use your talons to make an unarmed strike. 
On a hit, your strike deals slashing damage egual to 1d4 plus 
your Strength modifier. This damage increases by 1d4 when 
you reach 6th level (2d4), 11th level (3d4), and 16th level (4d4) 

Aerial Weapon Training.You have proficiency with javelins 
and scimitars. 

Whisper of the Wind. You know the gust cantrip. 

Aearee Proficiency. You have proficiency in your choice of 
either the Acrobatics, Nature, Persuasion, or Survival skill. 

Subrace. Choose one aearee subrace or one subrace of a 
different race. If you do not choose an aearee subrace, you are 
considered a Humanoid. 

Altitude Adapted. Starting at 7th level, you've adapted to 
the climates of the skies and have used them to your 
advantage. You are unaffected by altitudes up to 20,000 feet. In 
conditions of clear visibility, you can make out details of even 
extremely distant creatures and objects as small as 2 feet 
across. 

Flighty. Starting at 13th level, your instincts heighten and 
grant you a sense of preparedness. While you are not 
incapacitated, you cannot be surprised. 


Force Feather 

2nd-level abjuration (druid, ranger) 
Casting time: 1 action 

Range: 120 feet 

Components: V, S, M (a pinfeather) 
Duration: Concentration, up to 1 minute 
Source: Dual Origin System 


You throw a feathered dart infused with protective energy at a 
creature you can see within range. Make a ranged spell attack 
against the target. On a hit, the target takes 1d12 force damage 
and has disadvantage on attack rolls against one creature of 
your choice within the spell’s range. At the end of the affected 
creature’s turns, it can make a Wisdom saving throw, ending 
the spell’s effect on a success. 

At Higher Levels. When you cast this spell using a spell slot 
of 3rd level or higher, you can create an additional dart for each 
spell level above 2nd. You can direct the darts at the same 
target or different ones. Make a separate attack roll for each 
dart, the warded creature remains the same for all darts. 


Aearee Subraces 


The aearee created a number of different creatures that now 
persist in the modern day. Shown below is the kenku subrace.. 


Kenku 

Cursed by an ancient being for a greedy betrayal, the kenku 
wander the world in search of a near-impossible satisfaction. 
These crowlike birdfolk are flightless and have no voices of 
their own, and as a byproduct of their curse, they can form 
little in the way of independent thought. However, they are not 
barred from communication. Their unique talent for mimicry 
allows them to replicate any sound they hear, including voices, 
giving them the tools they need to string together language that 
others can understand. They tend to be flocking creatures, 
often mingling with a mix of their own kind and other 
humanoids, and this collaboration, partnered with their 
attraction to all that glimmers, often lands them in the service 
of one patron or another. 

Age. Kenku are shorter-lived than humans, maturing at 
around 12 years old and living to be around 60. 

Alignment. Kenku don’t necessarily lean toward good or evil, 
but they do tend to be followers rather than leaders or 
instigators. 

Creature Type. You are considered a Humanoid. 

Size. Kenku are around 5 feet in height and on the lighter 
side due to their hollow bones, weighing between 90 and 120 
pounds. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Languages. You can speak, read, and write Common, and 
one language of your choice, usually Primordial (Auran). 

Expert Forgery. You can duplicate other creatures’ 
handwriting and craftwork. You have advantage on all checks 
made to produce forgeries or exact duplicates of existing 
objects. 

Mimicry. You can mimic sounds you have heard, including 
voices. A creature that hears the sounds you make can tell they 
are imitations with a successful Wisdom (Insight) check 
opposed by your Charisma (Deception) check. 

Kenku Training. You have proficiency with shortswords and 
shortbows. Additionally you have proficiency in two of the 
following skills of your choice: Acrobatics, Deception, Stealth, 
and Sleight of Hand. 

Kenku Recall. Starting at 4th level, when you make an 
ability check using any skill in which you have proficiency, you 
can give yourself advantage on the check before rolling the d20. 

You can grant yourself advantage in this way a number of 
times equal to your proficiency bonus. When you finish a long 
rest, you regain all expended uses. 

Feathered Arts. Starting at 4th level, you've adapted to a 
flighty combat style. Choose one of the following: 

e Flitted Strike. As a bonus action on your turn, you can use 
your feathers to obscure your movement, granting yourself 
advantage on your next attack roll. You can grant yourself 
advantage in this way a number of times egual to your 
Dexterity modifier (minimum 1). When you finish a long rest, 
you regain all expended uses. 

* Wing Mage. You can cast the force featherspell using this 
trait. Once you cast force featherwith this trait, you can't cast 
that spell with it again until you finish a long rest. You can also 
cast that spell using any spell slots you have of the appropriate 
level. 

Constitution is your spellcasting ability for this spell when 
you cast it with this trait. 


